CHARACTERS 

Roll d6; choose a class name and 2 

Traits. Your best ability is in parentheses. 

1. Soldier or Barbarian (STR) 
Defender, Berserker, Resistance 
(specify: toxins, physical damage, 
spells, mental domination, fatigue), 
Bend/Break, Extra Attack 

2. Thief. Bard, or Artificer (DEX) 
Perform, Detect/Disable, Streetwise, 
Gadgets!, Read Runes, Acrobatics, 
Climb/Swim, Sneak, Steal, Barter 

3. Wizard. Sorcerer.Warlock (INT) 
Abjuration, Conjuration, Divination, 
Enchantment, Evocation, Illusion, 
NecromancyTransmutation, Lore/ 
Language (specify 2), Familiar 

4. Cleric or Paladin (CHA) 

Heal, Turn Undead, Smite Unholy, 
Compel Truth, Resist Evil, Divination, 
Abjuration, Conjuration, Enchantment, 
Religious Lore 
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5. Ranger or Druid (WIS) 
Evocation,Track, Bow Master,Animal 
Companion, Animal Forms (specify 2), 
Nature Lore 

6. Dwarf. Elf. Gnome, or Hobbit 
Choose and roll again, ignoring 6s. 
Your species Is I of your 2 Traits. 

Abilities 

Your best ability is determined by 

your class. Abilities are: 

• STR: physical strength 

• DEX: dexterity, agility, speed 

• INT: intelligence, logic, ability to 
learn 

• CHA: charisma, magnetism, force 
of will, social graces 

• WIS: wisdom, senses, insight/ 
intuition 

(No CON; resistances come from Traits.) 
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ROLLING THE DICE 

Describe what your character is 
doing. Roll 2d6 if the outcome is 
uncertain (to hit, evade, try, save, etc. 
as the GM asks). 

• Roll +1 d6 for advantage of any 
kind (item, related Trait, superior 
tactics, best ability) 

• Roll -1 d6 for disadvantage of any 
kind (ambushed, injured, blinded) 

• Advantages/disadvantages do NOT 
stack and you never roll more 
than 3d6 or less than Id6! 

• A 5 or 6 on any die = success 

Aces! 

If you roll only I s, something really 
bad may happen! The GM says what. 
If you can later explain to the GM 
how it was all part of your crazy 
plan, you may roll 3d6 for one roll 
(any disadvantages be damned). 


•SljEJJ^ 1 qjjM I | 0 A 0 | JE 

u!§0q sj0j0EJEq3 • | - sjjEJXJo j0qujnu 
jnoX sj ,j0A0|„ jnoX sj0jjeuj j0A0 
J! ^1 •J!Ejj_aa0u puEjq e 0je0 J0 jo js!| 
j0qjouE ujoj^ >|0!d UE0 Xoqj ■yio JnoX 
qjj^’jjEjj^ j0qjouE s>|0!d puE |0A0| 
00U0U0dx0 AA0U E S0q0E0J J 0 J 0 EJEq 3 
E ‘0JEudojddE X||E01JEUJEjp U0q^ 

fueuieouDApv 

■S00jnos0'y > 
||Oj jsnuj Xoqi ‘juEai^luSjs Sujqjoujos 
Xnq ox'0jEudojddE se jOAAOi/osjEy 
•0>|Ojq X|JE0U 0JE Xoqj jEqj u|E|dx0 ; | 
oj (gp) 0!p S00jnos0j s/jjEd 0qj 105 

seojnoseu 

jX|snoj0§UEp >|U!qx'|| 0 -' SujAES ou 
qijAA VOQ -l 3 J 3 tJEq 0 E >|0OU>| U0A0 
‘UAAop uj0qi ujd ‘XjjEd 0qj 0jEJEd0s 
‘uj0qj jsuieSe jjEJX J! 3 qi asn ‘0§EUJEp 
|EJ0JE||O0 0snE3 jS00Yuo pjEq qsnj 


MAGIC 

Players name/describe their spells! 
Casting without aTrait is impossible. 
Complex spells and/or major effects 
will be at a disadvantage. Simple 
spells/minor effects bring advantage. 
GM says.Aces cause backlash: 
explosions, mutations, etc. 

• Abjure : block, banish, protect 

• Conjure : summon/control things 
and creatures from thin air 

• Divine : understand/glimpse the 
past, present, or future 

• Enchant : entrance/beguile, craft an 
object of power at great cost 

• Evoke: harness the elements 

• Illusion : deception and trickery 

• Necromancy : play with the forces 
of life, death, and undeath 

• Transmute : change energy/matter 
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